SPELL DESIGN W9RKSALET 


Spell Name 


1. Choose Spell Effect and Target 
i. Effect 


Alteration — Enhancement 
Alteration — Health 
Alteration — Manipulation 
Alteration — Protection 
Alteration — Weaken 
Banishing 

Conjuring 


Target 


Living Being — Physical body 
Living Being — Astral Form 

Living Being — Emotions/Thoughts 
Living Being - Exclusivity 


Inanimate Object — Physical Pattern 


Inanimate Object — Astral Pattern 
Energy — Magic 

Energy — Light 

Energy — Darkness 


. Discipline Effect 


Effect Elementalist 
Alteration 

Banishing 

Control/Dominate 

Creation 

Dispelling 

Divination 

Summoning 

Transportation 


Complexity Rating 


Control/Dominate 
Creation 

Damage 
Dispelling 
Divination 
Summoning 
Transportation 


Complexity Rating 


Elements — Air 
Elements — Earth 
Elements — Fire 
Elements — Metal 


Elements — Water 
Elements — Wood 
Elements — Weather 


2 
2 
2 
3 
Elements — Plant 3 
2 
2 
4 
1 


Elements — True Elements 


Complexity Modifier 


Nethermancer Wizard 


+1 
+1 0 


Conjuring and Damage Effects are the same modifier, 0, for all Disciplines. 


iv. Discipline Mechanism Complexity Modifier 
If a magician designs a spell that uses the mechanism of a Discipline other than his own, 


he must add 2 to the spell's Complexity. 
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Duration Complexity Modifier 


One (1) round Days +4 
Sustained Weeks +5 
Rounds Months +6 
Minutes Years +7 
Hours Permanent +8 


. Area of Effect Complexity Modifier 


10 square feet 10 x 10 miles +10 
10 x 10 feet 10 x 100 miles +12 
10 x 10 yards Single Target +1 
10 x 100 yards Multiple Targets +2 
1x1mile 


ii. Multiple/Special Effects Complexity Modifier 


Multiple Effects +2 
Special Effects +2 

If resisted by Willpower +1 
Special Damage 

Per additional Wound +1 
Armor Protection 

Physical armor reduces damage 

Mystic armor reduces damage 

No armor reduces damage 
Illusory Effect 

Spell designed by Illusionist 


Spell designed by non-lllusionist 


Base Complexity 


Spell Design Worksheet 


2. Determine Spell Circle 
i. Circle (same as Base Complexity) 
Circle adjustments 
Adjusted Circle Adjusted Base Complexity 


Factor Adjustment 
Increase spell Complexity Reduce Circle by equal amount 
Decrease spell Complexity Increase Circle by equal amount 
Ritual Spell 

1 thread per hour Reduce Circle by 1 

1 thread per day Reduce Circle by 2 

1 thread per week Reduce Circle by 3 

1 thread per month Reduce Circle by 4 

1 thread per year Reduce Circle by 5 
Required component Reduce Circle by 1 
Restriction Reduce Circle by 1 


Base Thread Number 


Spell Circle Base Thread Number Unit of Duration Additional Threads Required 
1-5 Circle Days 1 
6-8 Circle—1 Weeks 2 
9-10 Circle — 2 Months 3 
11-12 Circle — 3 Years 4 
13-15 Circle — 4 


. Base Thread Weaving Difficulty 


Spell Circle Base Thread Weaving Difficulty 
1-3 Circle + 7 

4-10 Circle + 9 

11-12 Circle + 11 

13-15 Circle + 13 


iv. Base Reattuning Difficulty 


Spell Circle Base Reattuning Difficulty 
1-3 Circle +15 
4-10 Circle + 16 
11-12 Circle + 17 
13-15 Circle + 18 


Spell Design Worksheet 


3. Weave Spell Characteristics 


i. Base Difficulty Number for all Characteristics 


Spell Complexity Base Difficulty Number Spell Complexity Base Difficulty Number 
5 9 17 
10 19 
11 20 
12 22 
13 23 
14 25 
15 26 
16+ Complexity + 11 
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Extra Time Step Bonus Extra Time Step Bonus 
2 weeks +1 8 months +7 

4 weeks +2 1 year +8 
6 weeks +3 2 years +9 

2 months +4 3 years 

3 months +5 5 years 

5 months +6 + 2 years 


ii. Effect 
Modified Difficulty Number Step Bonuses Success Levels 


Bonus to Willforce Base Difficulty Number + bonus 

Bonus to talent/ability | Base Difficulty Number + bonus 

Specified result Base Difficulty Number + 1-5, at GM's discretion 
iii. Range 


Modified Difficulty Number Step Bonuses Success Levels 


Range Difficulty Number Range Difficulty Number 

Self Base Difficulty Number + 0 100-120 yards Base Difficulty Number + 16 
Touch Base Difficulty Number + 2 150-200 yards Base Difficulty Number + 18 
1 yard Base Difficulty Number + 5 250-500 yards Base Difficulty Number + 20 
5-10 yards Base Difficulty Number + 6 1,000 yards __— Base Difficulty Number + 21 
15-25 yards Base Difficulty Number + 8 2,000 yards _— Base Difficulty Number + 22 
30-40 yards Base Difficulty Number + 10 5,000 yards _ Base Difficulty Number + 23 
50-60 yards Base Difficulty Number + 12 Miles See text (MoMS 122) 

70-80 yards Base Difficulty Number + 14 
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. Duration 
Modified Difficulty Number Step Bonuses Success Levels 


Duration Unit Minimum Circle 
Minutes 

Hours 

Days 

Weeks 

Months 


Years 


Unit of Duration Difficulty Number * 

Rounds Base Difficulty Number + 1 + number of units 

Minutes Base Difficulty Number + 6 + number of units 
Hours Base Difficulty Number + 18 + number of units 
Days Base Difficulty Number + 24 + number of units 
Weeks Base Difficulty Number + 32 + number of units 

Months Base Difficulty Number + 35 + number of units 
Years Base Difficulty Number + 42 + number of units 


* For durations based on spellcaster's rank, add 3 to Difficulty Number. 


v. Casting Difficulty 
Modified Difficulty Number Step Bonuses Success Levels 


Casting Difficulty Difficulty Number 
Target's Spell Defense Base Difficulty Number + 8 
2-4 Base Difficulty Number + 10 
5-6 Base Difficulty Number + 9 
7-8 Base Difficulty Number + 8 
9-10 Base Difficulty Number + 7 
11+ Base Difficulty Number + 6 


Total Success Levels 
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4. Make Spellcasting Test 
i. Spell Pattern Difficulty Number 


Spell Complexity Difficulty Number Spell Complexity Difficulty Number 
13 9 25 
14 10 26 
16 11 28 
17 12 29 
19 13 31 
20 14 32 
22 15 34 
8 23 16+ Spell Complexity + 19 
Making the Spellcasting Test to complete the spell pattern requires 1 week of 10-hour days. 
Reduce the Difficulty Number by 3 for each success level spent. Alternatively, the Difficulty 


Number can be reduced by 5 for each thread added to the spell's Base Thread Number. To 


improve chances of success, the spell designer can spend additional time for this test. 


Success Levels 


5. Empower Spell Pattern 

i. Adjust the Thread Number Final Thread Number 
May be reduced by 1 for every 2 success levels spent. However, reducing the number of 
threads from 1 to O requires 3 success levels. 
Adjust the Thread Weaving Difficulty Number Final Thread Weaving Difficulty 
May be reduced by 3 for each success level spent. This number cannot be reduced below 
2 unless the number of threads has been reduced to 0. 

. Adjust the Reattuning Difficulty Number Final Reattuning Difficulty 

May be reduced by 3 for each success level spent, to a minimum of 2. 

iv. Spending Legend Points 


Spell Circle | Legend Point Cost Spell Circle | Legend Point Cost 
100 9 5,500 

200 10 8,900 

300 11 14,400 

500 12 23,300 

800 13 37,700 

1,300 14 61,000 

2,100 15 98,700 

3,400 
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